Encounters Level: 3rd-4th 
Encounter Type: Exploration, Social 


Encounter Overview: The party is hired by a 
wealthy art collector who wants the characters to 
steal the Gleaming Chalice from the Radiant 
Temple. 


Encounters Location: Any city 


BACKGROUND 


The Temple of Light is a shining beacon of hope 
and purity, built of shining white marble and 
adorned with intricate golden filigree. A symbol of 
the city's devotion to the deity of light and 
goodness, the temple holds the gleaming chalice, a 
powerful item that is said to heal the gravest 
injuries and turn night to day. 

A wealthy art collector called Dexial Indultivor 
(she/they, LE half-elf noble) is looking to put her 
hands on the item after many years yearning for it. 
She decided to hire someone to steal the item for 
her, offering a hefty reward in case of success. 

The chalice is usually kept in a powerful magical 
safe which is said to be impenetrable. However, the 
chalice is put on the altar during the Service of 
Radiance which is a monthly event in which the 
faithful of the god of light demonstrate their 
gratitude for all the blessings that come from light. 


THE ENCOUNTER 


The party is contacted by one of Dexial’ employees, 
who invites the characters to Dexial's luxurious 
house. There, she receives the party with expensive 
drinks while she assesses the characters by trying to 
find out what motivates them. If enough of them 


are driven by money, power, or knowledge, she 
offers them the job by providing the following 
information: 


She wants the gleaming chalice stolen in exchange for 
5,000 gp once the job is completed, She can instead 
offer four uncommon magic items, including spellbooks 
with 20 spells each. 

The item is held in a magical safe and it's not worth it 
even trying to get it from there. 

Her recommendation is to steal it during the Service of 
Radiance: 

Once a month, the Faithful of the Light gather at the 
Radiant Temple, at midday, to celebrate their god, and 
the chalice is used at the end of the service by the high 
priest to bless the people 

The temple is packed with people which can make it 
hard to move but also harder to be noticed by the 
temple's guards 

She strongly recommends avoiding direct confrontation 
with the guards 

If the party is caught and tells the authorities who hired 
them, she informs the party that she has powerful 
friends and they would regret the consequences of such 
foolish action. 

She can provide the party with a replica of the chalice so 
it can be placed on the altar after taking the real one. 
This would buy the characters some time as it would 
take the staff some time to realize what has happened. 
She recently found out that there’s a way to gain access 
to something called the Light Gift. There’s some kind of 
puzzle in the temple that is supposed to grant this 
blessing to whoever completes it and kneels at the 
Shining Font, saying a prayer to the god of light. 

She recommends the party to screen the location the 
day before the service, which occurs in three. 
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THE TEMPLE 


The Radiant Temple contains a central area at the 
back which is accessible to the general public, and 
rooms that are restricted to the temple’s staff. Find 
below the description of the temple’s general 
features. 

Walls. Made of light gray marble. 

Ground. Made of 5-foot squares golden marble 
patterns. 

Ceiling. Aside from area B, the ceiling is 15 feet 
high, and 30 feet high in area B. 
A. CORRIDOR 


This 20-foot wide corridor is 65 feet long, dotted 
with eight pillars which have a light pattern at their 
base which lits the room. The west wall contains 
three doors, and the east wall one door. The main 
hall (area B) can be seen ahead. A total of four 
knights guard this location. 

B. RADIANT HALL 


This large hall contains a fountain at the center 
with a statue in it, its border dotted by dozens of lit 
candles. Around it are located some pews facing it, 
and some more pews are located to the north, 
facing the altar. A total of twelve pillars surround 
the fountain, with the light pattern at the base too, 
their shadows pointing at the fountain. Besides the 
candles spread across the hall, several windows 
allow for ample natural light to come in. During 
the day, some faithfuls (3d4 commoners) can be 
found there, along with four knights guarding the 
place. 

A successful DC 15 Intelligence (Investigation) 
check reveals a hidden compartment under the 
altar. The chalice is held inside a magical force 
field. A disintegrate spell destroys the force field. 
Other than that, it can only be disabled by speaking 
its command word. 

The Puzzle 


A successful DC 13 Intelligence (Investigation) or 
Wisdom (Perception) check reveals that the twelve 
pillars can be rotated in any direction. When a 
pillar is rotated, any character who is either 
rotating it or observing the situation notices that 
the pillar's shadow oddly accompanies the 
rotation's direction. Rotating all twelve pillars in a 
way that their shadows face the walls instead of the 
fountains completes the puzzle. At this point, the 
statue within the fountain starts glowing brightly. 
Both the faithful and the guards are confused by 
what's happening. During the next minute, while 
the statue glows, if any character kneels and prays 
to the god of light receives the Light Gift, which 
provides the character with advantage on ability 
checks for the next 24 hours. 

Rotating pillars attract attention from the guards, 
who ask the character to stop. Failure to comply 
results in the character being escorted out by two 
knights. This character is now marked, having 
disadvantage on any ability check made during the 
heist. A guard can be distracted with a DC 12 


Charisma (Deception) check, or by any creative 
idea the party may have. Only the guard closer to 
the pillar being rotated needs to be distracted, and a 
character can rotate up to three pillars while the 
guard is distracted. 

C. STAFF AREAS 


These areas consist of an office, a library and study 
room, a living room, and six bedrooms, and none 
of these rooms are meant to be accessed by 
characters. However, if a character manages to get 
in, roll a d10. On a result of 1 to 3, some of the staff 
is encountered there. A total of 1d4 acolytes is 
located in that room, and they immediately ask for 
help if they see armed characters barging in. They 
only fight to defend themselves or the temple. 

Accessing the office or the large bedroom to the 
south offers a 50% chance of finding Haethamanor 
Lighttouched (they/them, LG elf priest), the high 
priest. 

The party can mislead the staff with a DC 15 
Charisma (Deception) check. On a failure, the 
characters are asked to leave the temple and they 
are now marked, having disadvantage on any 
ability check made during the heist. 


SERVICE OF RADIANCE 


On the service's day, read or paraphrase the 
following once the party reaches the Radiant Hall: 


The temple is filled with the sound of chanting and 
the glow of candles and incense. Priests and 
worshippers alike gather here to pray, seek guidance, 
and offer their devotion to the deity, waiting for the 
service to begin. All pews are already taken and still, 
many stand around the fountain and pews. 


There are a total of 250 commoners and 50 
nobles, and area B is now guarded by eight 
knights, while area A remains guarded by 4 
knights. All 12 acolytes are also attending the 
service. Haethamanor soon reaches the altar, and at 
this point, the service begins. The high priest 
places the chalice on the altar, in front of them, and 
the light from the temple shines strongly upon its 
golden surface. 

The service takes one hour, and at the end 
Haethamanor raises the gleaming chalice (see 
below), activating its Radiant Blessing property. If 
the party is successful in stealing the item and it 
fails, it takes a total of one minute for them to 
realize that the chalice is a fake. 


STEALING THE CHALICE 


The party is free to come up with their own 
approach to the heist. The most straightforward 
way to steal the chalice is by creating a sudden 
distraction to quickly swamp the real chalice for the 
fake one. Note that reaching the altar is also a 
challenge, so an invisibility spell can go a long way. 
The high priest holds the chalice during the whole 
service. 

Reaching the Altar. Without invisibility, it’s 
impossible to reach it without being noticed. 


However, if the party got to see a staff member 
during their recon, they may reach the altar 
without attracting too much attention by 
succeeding in a DC 12 Charisma (Performance) 
check. 

Creating a Distraction. The party can get creative, 
but a minor illusion on the easternmost or 
westernmost pillars should be enough to break the 
concentration and trigger a reflex reaction on 
people. 

Swapping the Chalice. The swap must happen as 
soon as the distraction goes out, and the character 
making the swap must succeed in a DC 13 
Dexterity (Sleight of Hand) in order to avoid being 
noticed. 

Failing a Check. A failure means that they're 
revealed and they must act quickly to steal the 
chalice, and flee the location. The knights give 
chase and moving through area B is considered 
difficult terrain because of the crowd. 


DEVELOPMENTS 


If the party steals the chalice from Dexial, she uses 
her resources to hunt the characters down, sending 
an assassin after them, who will follow the 
characters and attack them while they sleep, and 
then retrieve the chalice. 


OUTCOMES 


Some of the possible outcomes are listed below: 


The party attempts the heist without doing a recon on 
the day before and fails the mission 

The party attempts the heist having done a recon on the 
day before and fails the mission 

The party attempts the heist having done a recon on the 
day before and manages to steal the chalice but was 
noticed, triggering a chase 

The party attempts the heist having done a recon on the 
day before and manages to steal the chalice 


REWARDS 


If the party manages to steal the chalice incognito, 
reward the party XP equal to a Deadly encounter. If 
the characters stole the chalice but were noticed, 
reward the party XP equal to a Hard encounter. 


GLEAMING CHALICE 


Wondrous Item, Very Rare (Requires Attunement by a 
Cleric or Paladin) 

This golden chalice encrusted with several 
diamonds allows you to use any of the properties 
below. 

Divine Barrier. While holding or carrying the 
chalice, you are under the effect of a protection 
from evil and good spell. 

Light the Path. You cast the light cantrip. 

Night into Day. You cast the daylight spell. You 
cannot do so again until you finish a long rest. 

Radiant Blessing. Any creature of your choice you 
can see within 60 feet of you gains an amount of 
temporary hit points. The creature rolls its hit dice 


and the result is the received amount. In addition, a 
targeted creature is under the effect of a lesser 
restoration. You cannot use this feature again until 
you complete seven long rests. 

Heal the Weak. This chalice contains 5 charges, 
and it regains 1 charge at dawn. While holding the 
chalice, you can use an action to expend 1 or more 
of its charges to cast one of the following spells: 
healing word (1 charge), cure wounds (1 charge), 
prayer of healing (1 charge), mass healing word (3 
charges), mass cure wounds (3 charges), heal (5 
charges). 
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